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Welcome to Issue 9 of the WildStar Community Magazine! 


With the massive news of WildStar going free-to-play, this can only be good news for WildStar and it’s future. In this 
month's issue we have a guest article from one of the people from WildStar-Core.com disclosing their opinion on 
the game going free to play, Anneli talks to us about player's reasoning for the armour they choose, and Tadamichi 
has written a fictional piece based around the Mordesh. We have an interview with the Wildcast Podcast and we 
have some of the Chuas themselves go into detail about weaponry. As with every month, we also have the regular 
wordsearch and crossword and we have resumed on the community fan art. To continue the fan art theme we have 


two guest artworks - one by Revelinart and two by Lihony which are well worth looking at. 


We really need help with content and artwork to include it in the WildStar magazine, so If you wish to help out please 


contact us via the email address below. 


If you have any ideas or artwork for us to include in the magazine for future issues, please feel free to email us at 


wildstarfagameonmag.com. 


We hope you enjoy the ninth issue! 


The Editor 


Please subscribe for free to help secure the future of the magazine 


£ wW www.gameonmag.com/wildstar 
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WE WANT YOU! 


We are seeking out people who would like to: 
Write guides/pen articles/create artwork/ 
take in-game photographs. 


If you would like to apply for any of these 
positions, please fill in the form at: 


www.gameonmag.com/url/staff 


Please note: these are voluntary positions 


INTERVIEW WITH 
WILDCAST PODCAST 


Come get your backstage passes and meet the voices behind the WildCast Podcast! 


ello Nexians! We have a special treat for you 
this issue, because we have two great people 
from the community with us. This friendly 


duo are the hosts of WildCast (or as Pappy calls 


it, “WiiiildCast”). It is a long-running 


WildStar podcast hosted 
by a couple of passionate 
members from the MOG 
Nation multi-gaming guild. 
Let’s get to know them 
a little bit. (Links to the 
show are at the end of the 
interview, so don't forget to check 


them out!) 


GameOn Mag (GO): Can you briefly introduce 
yourselves and the motivation for starting this podcast. 

Avidguru: Hi! I'm Avidguru - father, gamer, 
podcaster, and Granok-about-town. | recently did a 
big intro on MOG Talk at http://www.youtube.com/ 
watch?v=v9f4NPEbnA4&t=3m30s , so I'll just say go watch 
that to learn about me! About the time WildCast started, | 
had volunteered for the job of GM for the WildStar division 
of MOG Nation. Because of that, | got the opportunity to go 
down to So Cal and visit the Carbine studios with Kash, and 
to record episode #4 of WildCast with the original cast (JB, 


Kash, Pip, Silas, and Vuxxy, if memory serves). This was 
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really exciting for me, since | had never been on a podcast 
before! Later on, | had a couple of guest appearances, and 
then became a regular member of the cast. In March of 
2014, | took over the show from JB [episode 37) and have 


managed to not crash and burn yet! 


Behalter: Well, | was a bit 

of a late addition to WildCast. 
| was an avid MMORPG vet that 
had become bored with what 
was available in that genre and 
was looking for something new 
and exciting. | stumbled upon WildStar 
in September 2013, and quickly went 
hunting for as much information as | could 

find about the game. | had just taken a new job and filled 
my 2 hours of commute per day with all of the WildStar 
related podcasts out there, which at the time was quite a 


few. 


WildCast appealed to me the most because the MOG 
Nation attitude best fit with where | was in my life: Husband- 
to-be and expectant father with a day job that wanted a 
comfortable place to game. So | joined up with MOG Nation 
and shortly thereafter (episode 44), when WildCast was 
going through some host shuffling, | joined the show... and 


it’s been better ever since! 
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GO: What do you love about WildStar, and what drives 


you to keep producing content for your fellow fans? 


Avidguru: One of the first things to attract me was the 
music! My wife is a professional violist, so music is a big 
deal in our household. Jeff Kurtenacker’s score is one 
of the best in the business! | love the colorfulness of the 
art direction. I’m a sucker for lore, and | do have to admit 
that | really enjoy the whole questing and leveling process, 
which seems to be popular to complain about. I’m not 
a big house decorator myself, but | love seeing what my 
family and the rest of our community comes up with! The 


costume system also gets a double thumbs-up. 
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Honestly, the thing that keeps me producing content 
is our great community. WildStar has amazing, thriving, 
funny, and caring players that | have connected with. | 


wouldn't still be doing it without them. 


Behalter: My mantra since | joined WildCast has been 
about how much potential! saw in WildStar, and | think now 
is the time that we are starting to see some of that realized. 
As player who primarily focuses on raiding, | absolutely 
love the unique take on combat system and the fact that 
this game does not pull punches. Goals are attainable, 
but for those really juicy endgame achievements players 


have to focus and really know the ins and outs of this game 
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Thisisn'tto say that WildStar doesn't provid Sout ding 


content for the player that just wants to ho} 
something quick and fun, there is plenty of that to be’‘had, 
but | think that Carbine is doing a good job of riding t 
line of offering tidbits to both the casual and the hardcore 


gamer, and as long as they continue to do that I’m going to 


GO: You decided to take a break for a while, but luckily 
for us, you u returned!. What was it that brought you back? 
Yr" ‘f fi A T 


Behalter: | think our break happened more due to real 
life just catching up with us. Sometimes it’s tough to juggle 
work, family, and play and one has to take precedence over 
the others at times. | still had my eyes on the game, but at 
the time | think it was trying to find its stride, news was a 


little slow, and family came first. 


Avidguru: Yeah, that’s a big part of what our community 
at MOG Nation is about. We often talk there about putting 
family first. IIRC, the break was around the holidays, so we 
were busier than usual in our personal lives. That said, | 
think the game was pretty much at its lowest point then, 
so | was personally wondering how far | was going to go 
with the podcast. But the community around this game is 
so wonderful, and the great content of the last two drops 
has really reinvigorated me! Also | decided to not worry 
so much about sticking to a schedule - I'll leave that to 
the whippersnappers at STOS (Strange Tales from Outer 
Space Podcast). 
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n and do 


Behalter: as of this week the g that 


impressed met ost is the free-to-play announcement 


While all of the previous changes up to this point were 
great ones: massive amounts of bug fixes, reduced 
raid size, game optimizations, and tons of quality of life 
improvements, | think tha it ok WildStar a while to get 
r to hold 


to where it needed to be in o ass appeal for 


an extended period of time. During the journ 2y, population 
suffered and we were left with an awesome game without 


the player base behind it to keep it afloat. 


| Know that the decision to move to a free-to-play model 
was probably not an easy one, and personally | wish this 
game could have continued to garner popularity and remain 
subscription based because | believe the benefits to the 
player are much greater, but with so few MMOs holding on 
to a subscription model these days, the decision to change 


models was inevitable. 


The thing that has me impressed is how Carbine is 
handling the transition, new free-to-play players are 
getting access to a LOT and players that have stuck around 
and will continue with signature status because they 
already love this game are getting even more perks. As of 
this interview, all plans seem to be well balanced for the 
new and old players alike and miles away from even the 


hint of pay-to-win, which is pretty impressive in my book. 


Avidguru: The thing that has impressed me the most 
has been Carbine’s willingness to take a hard look at what 


they launched with, and to both change the existing content 
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and craft new content to make the game better. With the 


game as it launched, | felt marginalized as a casual, no- 
time-for-raiding player. Now, | feel like | have plenty of 


content to do. 


The thing that impressed me about the free-to-play 
announcement was how detailed people had to get to 
find something to complain about. (There will always be 
someone complaining about something!) | think it shows 


that Carbine’s overall FTP strategy is solid. 


GO: Howdo you think the game can continue to improve 


in the future? 


Avidguru: LESS DAILIES! Sorry, knee-jerk reaction 


there. Honestly, the last two drops have been great for 
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casual players such as myself. So, more of that. | think 
that the main thing is to make sure that the game remains 
fun for players of different playstyles. Personally, | would 
like to see more content that fits between the difficulty 
of shiphands and vet dungeons. That would seem to be 
adventures, but right now there is little-to-no incentive 
for people to run them, so finding a group is difficult, 


especially if you want to take in the sights! 


Behalter: Well there’s always room for improvement! 
For WildStar right now, PvP is the only major stumbling 
block, but | think that Carbine is doing great in 
acknowledging where the game needs work and the gears 
are turning to get PvP on track to where it needs to be. 
There are still tweaks that | think we will see in the future, 


like a more robust and rewarding crafting system and a 
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better achievement tracking system, but | think there 
will be plenty of time for that once the remaining 


kinks in the pillars of the game are sorted out. 


GO: It seems you guys were able to meet or talk 
to quite a few of the dev team at Carbine studios. 


Who is your favorite of the bunch, and why? 


Avidguru: Wow, that’s a tough one. I’m always 
thinking about the ones | haven't gotten a chance to 


meet with or talk to yet! My favorite departed dev has 


to be [Stephan] Frost. Just a great guy, with some 


interesting Insights into the industry. | definitely 
recommend checking out his podcast, Game 
Devastation. The Carbine developer | am most 
looking forward to talking to in the future is Kristen 


DeMeza, aka Caydiem. 


Behalter: | tend to forget how many of the Carbine 
devs I’ve had interactions with until someone asks 
me a question like that and I’m stumped in choosing 
just one. | think before his departure from Carbine, | 
would have picked Stephan Frost because he really 
did a great job diving In and bringing that certain tone 
to WildStar media releases, plus he was just an all- 
around talented yet down to earth guy that gave an 


easy interview. 


However, my all time favorite moment with a 
current dev happened outside of the WildStar party 
after Pax East 2014. Getting the words “This is Chad 
“Pappy” Moore and you're listening to WildCast!” 
committed to a recording after x number of drinks 
at 1:00 a.m. was hilarious for all in attendance and it 


made a really great bumper! 
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GO: Here’s a follow-up: Who is your favorite Carbine 


voice-actor? Be honest. 


Behalter: Have you been looking at my podcast playlist? 
Because when |'m not listening to WildStar related stuff, 
I'm listening to voiceover related things. First of all | 
have to say that Michelle Hebert, the Audio Specialist at 
Carbine, has done an outstanding job with casting voice 
talent for the game, and I’m not just saying so that when 
she’s looking for her first community member voice to be 


put in the game she knows where to look. *cough* 


My favorite professional voice actor in the game would 
have to be Fred Tatasciore, the Announcer and Holo-Crypt 
among others, because he delivers those wry, dripping in 
sarcasm lines so well. As far as voice actors that actually 


work at Carbine, I’ve got to give it to Cory Herndon who 
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just completely rocks it as Phineas T. Rotostar and | would 


love to see more from that character! 


Avidguru: Cory is definitely my favorite. Another dev 
that I’ve really enjoyed meeting, both as himself and 
Phineas! | had him as a ringtone for a while, but my wife 


put the kibosh on that... 


GO: Do you have any advice for anybody interested in 
starting a podcast, about WildStar or anything else? 

Avidguru: Grab a mic and start recording! It’s like 
rollerblading - trying to copy someone you see doing it 
successfully is a great start. Also, have at least one co- 
host. Listening to a conversation is always more engaging 


than listening to a monologue. 
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Behalter: If you're looking to start a WildStar podcast, 


| say go for it! We've always welcomed the camaraderie of 
other podcasters and I’m always encouraged to see this 
community grow. As far as general podcast advice, pick a 
topic you love and try it in a closed format. Listen to other 
podcasts about subjects that interest you for what they do 


well and expand upon that. 


GO: Is there anything else you would like to share with 


the WildStar community? 


Avidguru: Come support us for Extra Life! http:// 
www.extra-life.org/index.cfm?fuseaction=donorDrive. 
team&teamID=21288 Or start your own team and raise 


money for the kids. 


Also, keep your eyes on my Twitter feed for a Pax Prime 
meet-up. If Carbine doesn’t do something, we'll make 


sure to put something together. 
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GO: Where can people find you guys in-game and 


around the web? 


Behalter: Usually the best place to find me Is on Twitter 
(aSimplyPete. In game I’m normally found knee deep ina 


raid on Sieg Behalter, Exile on Entity. 


Avidguru: Strangely enough, | can usually be found 
in-game on my main, Avid Guru, also Exile on Entity. On 
the Twitters, | am faavidguru, and you can e-mail us at 


wildcastmognationfagmail.com. 


Thank you both for taking the time to share your 
thoughts, and for doing what you do! 


Check out the WildCast Podcast on iTunes, Stitcher, or 


on their MOG Nation website. 


By Tadamichi Hosokawa 
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riginally stupid human was going to give talk. 
Chua begged and pleaded and threatened, but 
stupid highborn humans would only give Chua 
the position if original human was indisposed. Unless you 
are also stupid human, you can probably figure out what 
happened. Ehehehe! Stupid humans...but, thing that Chua 
just said is good for segue into first topic of Nexus Tech. 


Weapons! 


Lots of fun weapons available for Chua and not-chua, 
depending on fighting classification that Chua or not-chua 


is. CEASE INTRODUCTION, COMMENCE EXPLANATION! 


Warrior has massive sword. Seems stupid and barbaric, 


much like the Draken that use them. So we improve it. All 
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swords now contain kinetic buffers 
built in. Don’t know what kinetic 
buffer is? Of course you don't. 
Kinetic buffer absorbs kinetic 
energy from swinging weapon, 
and then warrior can use it 
at later time to let sword do 
swinging for you! Is same 
technology used in smaller 
rocket ship propulsion. But 
is inside pointy rock! Also 
include quantum levitation 
technology inside. Swords 
too heavy to be held. Obvious 
solution: reduce it’s susceptibility 
to the gravitational field of the 
planet. Laughable that Draken used 
swords without modification for so long. 

| will demonstrate how laughable it is now. 


AAAAHAHAHAHAAAA! 


Laugh time is over. Psy-blades! Psy-blades used 
by Espers. Seem too hocus-pocus for Chua. But 


using pseudo-science, psy-blade will amplify natural 


psionic aura from esper, and be 
transmitted as vaporising psychic 
blasts! Power up blade with 
psychic energy, just like Chua 
charge up a Chompacabra ina 
microwave, and then throw it 
at unsuspecting foes! Weapon 
only works for Esper though. 
Chua thinks this ts unfair. 
Chua has enough brain power 


for it. 


- And now: GUNS!. 
— Spellslingers use pistols. Old 
tomes say that pistols once shot 
bullets. Incredibly inefficient, says 
Chua. Had to stop to reload, and could 
only harm by throwing small pieces 
of metal. Pistols today shoot much better 

lasers! All sorts of lasers! Pistols can stun and 

burn and pierce with searing beams! Also equipped with 
magic sigils, help spellslinger warp through space or... 
urgh...heal allies. Waste of tech. Should have used it to 


add more lasers. 
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But, there is better healers out there. Medics. Use weird 
quantum warpy things called ‘Resonators’. Resonators 
are, in stupids terms, entire hospital wings compressed 
down, shaved off, and all bolted together inside a gun. 
Got X-rays, healing streams, and can either cure or cause 
cancer. Uses bio-technology at an atomic level to rewrite 
victims biological structure! Can vaporise or cause painful 
tumors! Or, Chua supposes, repair damaged tissue and 
mental scarring. But mostly the vaporising thing. Chua 


likes vaporising! 


Now is the sneaky one. Stalkers. Stalkers use lots 
of cool gadgets! Like spies, but with less listening and 
more disemboweling! Two important gadgets are claws 
and nano-skin. Claws are just like knives on gloves, only 
made out of high precision plasma to slice through steel 
or, more fun, bones! Designed beyond the realm of sharp 
metal, just sharpness incarnate! Also Nanoskin. Teeny- 
tiny computerisation built into Stalker clothing. Works as 
camouflage. Causes light to pass right through stalker. 
Stalker see you, but you can’t see stalker. Then stalker 


stabs you. You see stalker now, but is too late. You are dead. 
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And best weapon of all...Launch-o-matic QT-Pi Ultra- 


standard! Launchers for Engineers! Can do anything, as 
long as user is smart enough. Which they are, because they 
are engineer! Launcher can shoot lightning! Supercharge 
atoms to cause flaming explosion! Shoot plasma and 
lasers and more explosions! If user can dream it to be 
shot out of the barrel of a large gun, it can! | like the Bio- 
shells. Really cause pain before melting enemy. Also there 
are robot friends for engineers. Barely sentient buddies to 
do whatever chua says. Kill who ever chua wants killed. 
Like annoying human who took Chua’s job...for random 


example. 


Ok! That is all weapons. All weapons that Chua is 
going to tell you about anyway. The orbital cannons and 
molecular reassemblers shall remain all mine! So forget | 
just said that! But you should keep inventing new weapons. 
Can never have enough weapons. Six standard Is far too 
low. But at least we still have tanks and battle cruisers. 


Ehehehee! 


By Sam Wheatley 
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WHY PLAYERS 
CHOOSE THEIR 
ARMOUR 


Every MMO player has a reason for what armour they prefer to use. Anneli goes 
into the reasons why players choose the outfits and armour they do. 
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t doesn't matter if you are a serious PvP player, 

a dedicated RP player or just a casual player in 

WildStar, because armour Is used as a costume and 
we have the ability to dye them, so there is a Lot of flexibility 
in possibilities to decide how we want our costume and 
armour to look. There can be a lot of different reasons for 
a player to dress like they do - the most common reason 
for our battle armour is stats and rune slots. We all need 
stats if we want to avoid death for as long as we can in 
combat. Even if death can be a fun thing because of the 
caretakers witty lines, | think we all agree that we want to 
avoid death and for that we need stats that matches our 
class. For some players, stats and rune slots are the only 
thing they care about, and others seem to spend more 


time and effort in how they look. 


One of the things | really love in WildStar is the ability 
to take images of places and players that | think look 
interesting. It happens from time to time, where | just 
stand still in the city and watch players and look at the type 
of armour and the colours they use. | always try to say hi 


if | meet someone and compliment them on their armour. 
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Because there are so many players that seem to really 
put an effort in to the costumes and armour | got interested 
in talking to different players about armour and costumes 


and asked them some questions. 
JAX GREENSTONE 


Q: Do you use power armour and costume slots 
combined or only costumes? 


A: Only costume slots after | hit level 50. 
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NULLIUS WINDGLADE 


Q: What kind of armour are you wearing right now? 

A: The armour l’m currently wearing is full PvP, probably 
the best set you can have atm. 

Q: What is most important to you stats or looks or 
both? 

A: Actually stats but looks are also quite important 
to me. I’m really happy the Hoolo_wardrobe function is 
coming to drop 9. 

Q: Anything else you think about when you are looking 
for armour? 

A: Rune slots are especially important when thinking 
about getting new armour or If something drops in the 
DS raid for me. Also having an option to choose your own 


colours Is pretty nice too. 
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PLIN SCHWARZBLUT 


Q: What is the most important thing for you when you 
choose an armour piece? 

A: Good question. Stats and | try to go for unique looks. 

Q: Do you use several costume sets or just one? 

A: | use 3 

Q: Is it just for the looks or do you use them in different 
areas? 

A: | use them for different builds like DD, tank and 
hybrid. 


NATHRIZIN CELBARIN 


Q: What is the most important thing you look for when 


it comes to finding armour? 
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A: It would probably be whether the items fit each other 
well, so it doesn’t get messy. 

Q: Stats, looks or both? 

A: Stats first of all. 

Q: Do you use more than one set costume or just one? 

A: Just this one, | reached 50 today so | haven't got time 


to gathered much yet. 


ELFARRAN LEAFTEAR/ 
AERISH STELLARWIND 


Q: When you are putting together an outfit what do 
you think about, how do you do it, and are you going for 
diffrent styles etc? 

A: Because the many Items and the randomness of 
some | simply make outfits around gear that drops and fit 
items with that. So when a nice looking item drops | keep 
it. Elfran even had a name for one of her outfits she called 
it "Bit of a French Revolution” and | have to say that the 


name was perfect on the outfit she showed me. 
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| want to thank all players that helped me for the article 


and from whatI've seen there are a Lot of players in WildStar 


that care about their armour and costumes in some way. 


Snassy or hobo is all up to you and as long as you like 
it and it works for you, don’t forget in the end it’s what you 
want and like that matter when It comes to stats, armours, 


coolers and costumes. 


By Anneli Torgersson 
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Some say | was lucky -- to survive was a miracle. 
But that luck came with a heavy price. 


rvel moves quietly behind the bushes, stepping 
carefully to avoid being heard. The night is warm 
and pleasant; the air, pungent with the smell of 
lush wildlife. The moonlight washes over the jungle with 
a soft, white glow, casting deep pockets of light through 
the thick branches. It is a surreal scene, as if it was hand- 


crafted by the gods themselves. 


His life-scanner was useless here; there was just too 
much of it. He had put it away, resorting to the old-fashioned 
methods he had learned in his youth. Back home, hunting 
had been his specialty. But, that was a long time ago, and 


this was far from Grismara. 


He watches the thick grass carefully for signs of 
disturbance, all of his senses alert at peak capacity. His 
surgically enhanced nasal senses pick up the distinctive, 


unwashed smell of his prey. 
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“| swear. Somebody sent me,” said a quivering voice. 


Orvel becomes still and listens. He had found his mark, 


and it was just as he had hoped. 


“| can take you to him. Please, don’t hurt me!” 


Orvel remains crouched and still, slowing his breathing 
to minimize his presence. He hears the sound of female 


laughter. Then abrupt silence. 


A scream. 


~~~ r~r 


Orvel approaches slowly, visually scanning the 
surrounding trees and bushes for the source of the 


mysterious laughter. A man lies on the ground in tattered 
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clothes, eyes shut tight, bloodied 
and in pain. One hand is held 
against his open chest wound, 
and the other is clutched 
tightly around a crumpled 


piece of parchment. 


It was the map Orvel had given 


him. 


“How unfortunate, human,” Orvel says, 
stepping closer, fixing his eyes on the wounded man. “She 


left you to bleed.” 


The man’s eyes snap open, startled by the new presence. 
He looks around frantically until it finds Orvel’s face. His 


eyes widen in a moment of realization. “You... you Mordesh 


scum...” he says with ragged breath. “You led me to this...” 
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Orvel frowns at the remarks. He 
stops next to the man, speaking 
down to him. “No, human. | had 
only suggested.” He crouches 
down and looks at him evenly. 


“It was you who took the bait.” 


“You never meant for me to 


return...” the man whispers softly. 


Orvel does not respond, but gently lifts the 
man’s limp arm from his chest. He quietly and quickly 
traces his fingers down the wound stretching cleanly from 
the man’s upper chest to his stomach. “A sword wound... 


and clean,” he says, lost in his own thoughts. 


The man lays his head on the ground, groaning, and 


closes his eyes. “So, it was all a lie...this water...of life...” 
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His other hand releases his grip on the parchment as if it 


had lost all of its value. 


“No,” Orvel replies quickly as he recovers the map. 
“It must be true.” He stops for a moment and looks up 
into the dense canopy of enormous leaves and impossibly 


thick branches. 


“Just look around you, human. Have you seen anything 
like it in the entire galaxy?” His eyes light up with wonder 
at the thought of being one of the few living sentients to 
witness such a sight. “Something must sustain it. Perhaps 
it can even give you a second chance.” He looks back down 
to the human, whose eyes have started to glaze over. 


“Perhaps. If you last long enough.” 
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Orvel notices something, and pulls on a thin strand 
stuck to the man’s sticky torso - a strand of long, black 
hair. He pulls out a tube filled with clear, viscous fluid. “Tell 
me. Which way did she go?” he asks, carefully lowering 
the hair into the tube. 

The human coughs violently as he_ regains 
consciousness. His eyes wander back to Orvel's face. The 
man grips Orvel's forearm weakly. “The people... they will 
not let you get away with this. Do you think you will stay 


free forever?” 


A sudden expression of rage flashes across Orvel's face 
as he grabs the human by the collar, pulling him close. 
“lam already bound, scavenger! Do you not see?” Orvel 
growls intensely and forces the man’s face near his own 


; 
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-- a face, once flushed with color and life, now dull and 
grey; his vital functions held together solely by the grace of 
technology. The human stares, wide-eyed with fear as he 


struggles violently, clutching at Orvel’s arms. 


“| thought | had sensed another,” a voice speaks from 
behind. Orvel catches a reflection moving in the man’s 
eyes. ”...and it smells of death,” it continues. Quickly, Orvel 


spins back onto his feet, dropping the human to the ground. 


It was the woman. She was tall -- nearly as tall as he 
was. Barely clad in armor or clothing, her well-defined 
musculature exuded strength and confidence. She takes 
slow, full, confident steps towards them as if not to startle 


her prey. 
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“Why are you here, tall one?” Her eyes stay locked on 


Orvel’s at all times, an over-sized sword held out to her 
side. He steps back cautiously as the woman approaches, 
away from the human and toward the trail he emerged 


from. 


She stops next to the wounded man and looks down at 
the whimpering figure. “Do you wish to share the same 
fate as this one?” The man’s eyes widen in sudden fear as 
she drops the entire weight of her sword, straight through 


his chest. 


“He owed me a debt,” Orvel says cautiously, watching 
the woman closely as the man’s pained expression slowly 


changes to one of resignation. “| came to recover it.” 
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“You are in sacred ground, outsider. None but those 
who serve Vitara are welcome here.” She raises her 


blade and settles into a fighting stance. 


Orvel continues to step away slowly, until his back 
meets something sharp. He sees the silhouette of 
another warrior in the shadows, female as well. The 
local rumors were true, it seemed -- the mysterious 
“Sisterhood” who guards that which he seeks. He must 


be close. 


“Well played...Sisters,” Orvel speaks slowly, buying 
time, his mind churning fast. His eyes flicker left to 
right, quickly scanning his surroundings. With a quick 
intake of breath, he presses a switch embedded into 
the side of his gloved finger with his thumb, releasing 
a disorienting burst of pulsating energy. He rolls out 
of striking reach as the sisters quickly recover. As he 
dashes away, he releases a handful of attack probes and 
sees them being quickly dispatched as he runs out of 


their sightlines. 


Orvel sprints through the jungle, cursing his mixed 
luck, searching for any signs of the trail back to 
civilization. He hears a rustle up above. He glances up 
and is nearly pierced by an arrow, shot by one of the 
sisters, a good ten meters above. Another arrow grazes 
his shoulder and he stumbles, losing his footing. As he 
struggles to find cover, Orvel reaches over to grab the 


weaponized medical resonators holstered on his back. 


A shadow suddenly overtakes him. Glancing over 
his shoulders, he sees the swordmaiden leaping from 
the thick branches toward him, sword raised high. He 


sees a gap in the trees and dives through, landing with 
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a splash. Orvel recovers and rises quickly, knee deep in 
water. As he stands, a blade is rested upon his chest. The 


two sisters stand before him, unphased, untired. 


“Where do you come from? Why do you bring foreigners 


to our land?” asked the swordmaiden. 


“Stop this! | am not here to-” 


“You do not belong here, tall one,” she cuts him off mid- 


speech. 


“We mean you no harm,” Orvel steps backward, the 
cool water swishing around his feet, “but we need your 
assistance.” He adjusts his grip on his weapons. The sister 


flicks her eyes down to his hands, taking notice. She takes 


WildStar Community Magazine 


a step forward to match Orvel’s movements. She shakes 


her head slowly, just once. “| have seen your kind,” she 
says. You will bring us only death.” The sister pulls back 


without warning, lifting her blade for a swing. 


Sensing a moment of opportunity, Orvel discharges his 
weapons. A massive, focused electrical charge instantly 
scorches her arm and torso, burning through her exposed 
flesh. She screams and reels backward, dropping her 
sword Into the water. The second sister flinches in surprise. 
She quickly reacts, launching backwards into the air, firing 


an arrow mid-flip. 


Orvel hears a thump, and feels a strange sensation in 
his gut. “What...”, he glances down and sees the arrow 


protruding from his stomach. The sister lands gracefully, 
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smoothly nocking another arrow. She lets loose again, this 


time, piercing his upper chest. His heart. 


He loses balance and stumbles to his knees, just as 
the first sister had done. He sees her, gritting her teeth, 
bending further, reaching into the water with her unburnt 


arm. 


“No...” Orvel says, slowly realizing the severity of his 
plight. He looks up at the second sister, who now has 
another arrow fixed on him. She looks back at him with a 
curious expression. ‘| cannot end this way...” He struggles 
to his feet, his eyes losing focus. Pain surges through his 


chest, and the world turns white. 


Scenes flash by of a life lived long ago; some happy, 
mostly rough. Memories come and go; of him as a child, 


hungry and orphaned; as a youth, finally in love with the 
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life he had chosen; as a man, facing the many sorrows 


brought about by death. 


He thought he had seen many horrors in his youth, but 
it was nothing compared with what came after. What he 
had seen, what they had become, was worse than death 


itself. 


More visions flash through his mind's eye. 


Billions of faces, screaming in sheer terror. Millions of 
people, disfigured; losing their minds. A mere handful of 


survivors, patched up and sustained mechanically. 


He sees the scarred remains of his country, thousands 
roaming mindlessly, diseased, wandering through the 
wastelands of what was once his home. They stop, and 


one by one, they turn to look up. 
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They looked up at him, those thousands of eyes. They 


looked up at him, with uncertainty and fear. 


They looked up at him -- with hope... 


The visions slowly fade as Orvel feels himself falling 
backward. Time seems suspended as his body hits the 
surface of the water with a quiet splash. He does not 
remember why he is here. He feels a slight twinge In his 


chest and stomach, but his mind is hazy; his senses dulled. 


The sky is clear and the two moons shine gently up 
above. The stars twinkle softly, speaking to him. “We are 


waiting for you,” they seemed to say. 
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Orvel slowly closes his eyes as the water envelops his 


body. His muddled thoughts dissolve into the calmness 
that enfold him as he is fully embraced by the pool's soft 
caress. He hears them speak to him one final time, a faint 


whisper in his ear. 


“You will save us all.” 


And for once in his life, everything becomes still. 


By Tadamichi Hosokawa 
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THE_FREE-TO-PLAY 
TRANSITION 


Kelzam from WildStar-Core.com gives us his opinion on the 
transition to free-to-play that WildStar has recently taken. 


PROLOGUE 


was kicking back in my chair, enjoying a conversation 
about how Spellslinger abilities flowed with a well 
known friend; helping them get ready for the next 
step in their character progression; then the alert came. 
My Skype blinked, and as usual it was of some importance, 
relating to upcoming content and news to present. But, it 
was a bit different this time: | was asked to do an opinion 
piece regarding the news of the payment model change. It 
was an intriguing request, as my views on things land far 


closer to reality than many are willing to rest at. 


After taking the day to ponder over how to present my 
feelings, | found myself writing in a somewhat odd state of 
mind, having been a neutral party to any and all potential 
outcomes of rumors, speculation and considerations in the 
previous weeks and months. Along with a community that 
| dearly love, | found myself center stage to an oncoming 


convergence of both the expected and unexpected - things 
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that both myself and many reading this article felt were 
inevitable, yet could never have guessed as to the details 
of. The whens, hows, and many a “Why?”, referring to 
things past tense and current; the bittersweet sensation 
of the I-told-you-so’s and the ability to finally move on 


rather than waiting and wondering. 


You've heard by now that WildStar will be going Free- 
to-Play this Fall (or Spring for those in the southern 
hemisphere). You have watched or read the contents of the 
Twitch.tv stream and have looked at the haves and have- 
nots associated with free and Signature accounts. Many 
questions at the forefront of discussion about the game's 
health by concerned players and some disingenuous 
internet users have been answered. Many more questions 
have appeared, though how many are necessary and 


relevant can tend to be somewhat exaggerated. 


Speculation and doomsayers who believed loudly in the 


game's eventual demise have been replaced with hope. 
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More cynical things suchas elitism towards potential Free- 


to-Players; and reminders - very persistently, mind you 
- that some individuals wasted a lot of time aggressively 
arguing back and forth instead of playing the game. All so 
they could get the smug satisfaction of saying “I told you 
so” in regards to an eventual announcement that should 


have surprised no one. 


However, with the stage set and the horizon looming 
closer as we travel headlong towards whatever changes 
may come, the burning question always has been, if it does 
go Free-to-Play: What really changes? Where is the game 
going? And I'm here to tell you where it’s been, where it’s 


going and why | have faith. 
TRUST 


I'm asked what | think about the Free-to-Play 
transition a lot, often with a loaded statement that 
would put most people on the defensive as if 
intended to make you agree with that person. 
“What do you think? F2P games usually 
aren't good.” Resisting the urge to roll 
my eyes out of my head, | calmly explain 
the trust that Carbine has earned from 
not only myself, but the community at 
large. The game becoming Pay-to-Win 
with powerful gear, or item boosts or a 
number of other hurdles are a concern to 
many players despite the promises from 
Mike Donatelli and Chad Moore that such 


an environment is in no way their goal. 


Most skeptics are often people who haven't 


actually played the game for an extended period of 
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time, or who have observed from afar awaiting this sort of 
payment model change so that they could afford to play. 
Some people have understandably reason to be skeptical 
or concerned, while others simply aren't ever happy and 
won't ever be - such Is the way of the entertainment and 


game industry. 


With that said, how has Carbine earned my trust? Quite 
simply, they've kept their word. At the time of headstart a 
year ago since writing this article and the first few months 
following the pre-launch, many players left fairly shortly 
after with a bad taste in their mouth. Many clamored for a 
hardcore game environment based out of their nostalgia 
for the environments found in the early years of World of 


Warcraft. Carbine listened to those players and tried to 
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tailor the game to that desire in order to fill a niche that 


had been abandoned a long while ago for good reason. 


Content was very difficult and required team work, 


coordination and a large time commitment. The 
itemization was a mess wherein crafted blue gear and 
Veteran Adventure gear was often better than the Veteran 
Dungeon or Genetic Archives raid gear. This ended up 
leaving a hole where one should feel a sense of character 


progression as they face harder and harder content. 


For a small minority of players, the game at launch 


and the numerous barriers were a sort of haven for ego 
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stroking; but the design philosophy and approach to 
content and development were draconian and abandoned. 
40-man raids were left behind in World of Warcraft with 
it's first expansion. Even for an established IP (Intellectual 
Property] and game with an existing fanbase, the logistics 
and coordination required to maintain a roster of 40 
people who wanted to commit 12+ hours a week to raiding 
was nigh impossible. What many players who considered 
themselves “hardcore” came to find was that the hours 
and commitment they could afford to give to a game 10 
years ago were no longer available. Many of those players 
have families, careers, and are working on grad school or 


many other things now. 
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Carbine didn’t tell players to deal with it. WildStar has 
an amazingly dedicated, passionate fan base who interact 
ona daily basis with the WildStar team and it’s developers. 
Carbine has been true to their mantra that “The devs are 
listening.” When server populations began to dwindle, 
they went ahead with plans to merge the servers into one 
server for each rule set for each region: Entity (PvE) and 
Warhound [PvP] for the US, and Jabbit (PvE) and Luminai 
(PvP) for the EU. 


In addition, because player feedback demanded it, their 
focus and design philosophy completely changed towards 


providing solo content and granting better access to the 
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Elder Game at level 50, which had been lacking. Many 
improvements, bugs, class changes and features have 
purely spawned solely from player feedback. The Drop 4 
patch cycle included the removal of ratings from PvP gear, 
helping to further balance PvP. Then, in Drop 5, same 
faction battlegrounds were added and an outline of the 
rewards and further changes in the future. The game was 
finally where it needed to be at launch and the game has 
seen a boom in subscribers - both returning and new - 


since the Drop 5 update. 


Many of the features, changes and content added in 


each update has been large enough in scope that many 
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other studios would tell you they're waiting to release it. 


They want to put it in an expansion for you to pay for the 
much needed changes, new systems and updates to old 
systems that the player base desperately long for. But 
that isn’t Carbine. One thing Carbine does is interact with 
it’s players. You get players asking developers if they're 
playing their own game - and they do. I've played in game 
with them. I've done group content with Chad Moore 


(aka Pappy], who is the Creative Director, on his personal 


character in game that he plays during non-work hours. 


I've seen Brett Scheinert (aka Timetravel) who is a 
Lead Systems Designer has been in game talking with 
players, as well as on the Play Test Realms during times 
where players are testing up and coming content. Kristen 
DeMeza (aka Caydiem) is another developer responsible 
for heading the Shiphand Missions and upcoming Holiday 
content. Carbine devs love to hang out in stream chats and 
interact with the players. These are activities and things 
you don't get from large business game studios who 


remain ever aloft high above the heads of their players. 
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Carbine cares, the devs really are listening and that’s 
why | trust them when they say that going Free-to-Play is 
the best thing for the game and it’s players. It’s why when 
they say that the “cash shop” won't result in a Pay-to-Win 
environment that | believe them. Having played Turbine’s 
D&D Online and how painful it is to level in that game 
with having to buy entire leveling zone content modules, 
dungeon modules, end game modules. All that in addition 
to overpriced character customization options or leveling 
up character after character to earn in-game currency 
points. | know how much Pay-to-Win sucks; everyone 
does, including Carbine, which is why that isn’t going to 


be the case. 


We all know the game isn't perfect, either, and that 
there is always going to be room for improvement. Most 
importantly, Carbine takes what you think and feel to heart, 
and have done more in one year for WildStar to make it the 
best experience possible than other MMORPG’s have done 
over a span of a few years. Not everyone is always going 


to have an amazing experience because of limitations they 
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impose upon themselves or because 
of issues outside of Carbine’s hands. 
The community and Carbine sure will 
do what they can to help you If you're 
willing to let them, and you're willing 


to help yourself. 
OTHER CONCERNS 


Other concerns of the free to play 
model is the influx of toxic players 
to the community. | started playing 
World of Warcraft just after the 
Blackwing Lair patch, relatively close 
to the beginning nearly 10 years 
ago. Many factors have lead to the 
community becoming uninterested 
in the health of the game as a whole. 
The bigger picture is ignored by 
players that use, mostly, antagonistic 
arguments for their own gain. The 
reasons for this are many and valid, 
some of which being that the game 
mechanics have begun to show their 
age after playing other MMORPGs, 
and that with so much of the content 
so easy for accessibility that you can 
AFK through it, players see each 
other as obstacles to their goals 


rather than the content itself. 


If you think that Free-to-Play will 
result in a more toxic environment, 
| can point you to a community that 


has become increasingly sour over 
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the years, with developers that have become increasingly 
distant from their player base, andafewmillion subscribers 
that still pay $15 a month for that. WildStar has it good, 
and the payment model has little to no effect on how many 


bad apples find their way to your game. 


Some people wonder if it’s too late to “save” the game. 
In my opinion, that should be left to Carbine to worry about, 
and for the players to enjoy the experience while they can. 
Nothing lasts forever, regardless of it’s longevity. That's life 
in general, and you can't have fun without investing faith, 
money or time. Everything you do requires an investment 
of some kind, and you miss out by asking too many “What- 
if's” instead of focusing on right now. If you really just can’t 
shake that misplaced concern, then here’s a few points I'd 


like to lay out for you: 


1.) While we get glimpses of financial information, they 
have an idea of their earnings and financial situation on a 


daily basis. They're still able to pump money into massive 
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updates like Drop 5 regardless of that, which should tell 


you that they have no reason to stop any time soon. 


2.) Some have said that there's no reason to celebrate 
WildStar going Free-to-Play because it lasted no 
longer than Elder Scrolls Online or Star Wars: The Old 
Republic before going Free-to-Play. Here's the reality 
of that comparison: Star Wars and Elder Scrolls are two 
ancient IP’s that have an established fan base, much like 


Final Fantasy, who would continue to play those games 


regardless of their shortcomings or issues. 


WildStar is a brand new IP that has only been exploring 
the potential of its setting and game mechanics for a year. 
It lasted as long before going Free-to-Play as others |P’s 
that have existed for a decade or more. That's nota failure 
- that’s a victory and a roaring success. It’s a success that 
they managed to hold out for this long as a brand new 
IP with a sub model. The game is attractive enough to 


develop a very dedicated, passionate player base like the 
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one it has to this day and that will continue to grow. 


These reasons are why Carbine has earned my trust, 
and why if you've been looking on from afar, that you should 


give them a chance and the benefit of the doubt. 


CHANGE (AND THE 
LACK THEREOF) 


Ultimately the answer to the question at hand in 
the article will be that very little changes for those 
already playing - not just because of the features getting 
grandfathered in from previously buying the game outright, 
but because the current player base were already fine 
with paying for their game time with CREDD or asub. The 
people who are consistent players, who are enfranchised, 
get perks for continuing to pay what may be an even 
cheaper subscription. If everyone already dedicated to the 
game continued playing 
like they do now, literally 
nothing will have changed 
other than the Preferred 
bonuses and influx of new 


players. 


People complain about 
the potential of F2P 
bringing in low quality 
players, but anyone that 
has been playing WoW for 
any length of time should 
know how many people pay $15 a month to use it as a 
social sand box, be an asshole to someone else, queue 
into dungeons and die to the bad stuff or pull for tanks and 


blame the healer for their death. It’s the internet, there 
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are people behind computers that use that anonymity to 
be a total douche and get away with it. Even for new or 
returning players taking advantage of the free 10-Day Trial, 
when Free-to-Play rolls around, they'll keep everything on 
that trial account and simply be able to pick up where they 


left off come this fall. 


A potential and expected large influx of new players 
means faster queues for those who choose the PuG [Pick- 
up Group) life, while those of us who have already developed 
relationships with existing players in our Circles, Guilds 


and so on will continue to enjoy playing with each other. 
DON’T DRINK THE KOOL-AID 


It is at this point that | leave you with some words to 
consider, as someone optimistic to the future, writing to 
many who are cautiously so. Some things? Some things 
never change and the 
more things we interpret 
or anticipate to change, 
the more things in all 
actuality stay the same. 
There are places more 
resembling desolate 
wastelands of wilted 
potential than a _ stage 
for sharing information 
where the hyenas forever 
heckle; these patches of 
desert on the web where 
users circle, awaiting to antagonize every thought that 
pops up. It’s the internet and everyone wants that last 


word. 
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Happy people don’t usually have much to say - they're 
content, occupied in treasuries of their own enjoyment, 
rich in their player experience and interaction with 
others. When you're fighting for the last word, you can't 
truly express conclusive satisfaction with the topic at 
hand, because without expressing a dissenting opinion 
or continuously beating the proverbial dead horse, you're 
seen as committing to silent submission. Many concerns 
expressed so vigorously are, from the eyes of a distanced 
observer, disingenuous at best. The best defense is to 
remain neutral and in that place where you can enjoy 
something while not under the delusion that it’s perfect. 
There is indeed a point where we create our own problems 


and we don't enjoy the game simply due to factors we 


create instead of the game itself. 


As we draw closer to a renewed green pasture, leaving 


enfranchised excited, worried, elated, concerned, and 


any other range of emotions, remember these words: 
You create your own experience, and it is up to you how 
you will interpret and rationalize the world as it changes 
around you, whether it’s in your personal life or in an 
online game community. Of all things we're blessed with, 
the ability to choose how we react can often times be our 


own imprisonment, or enlightened freedom. 


| hope as we approach this fall, and as more details 
are revealed, everyone already playing enjoys WildStar for 
the amazing and wonderful experience it is. | hope that 
they will continue their journey on Nexus and | hope those 
looking on, eager to set foot on Nexus will find themselves 
welcomed with open arms, and will see just how great of 


a game it can be. 


By Kelzam Duskthorn 
for WildStar Core 
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Every Tuesday at 11am PST, the WildStar team puts on a livestream featuring 
gameplay and commentary by its developers. They also showcase fan art created by the 
community members. They have kindly sent them to us for your viewing pleasure. 


Luke Kout 
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Thanks for reading! 
We'll see you in the next one. 
To subscribe, click anywere on this page. 
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